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A Special Message from CAPCOM ENTERTAINMENT 

Thank you for selecting STREET FIGHTER ALPHA 2, CAPCOM's hit arcade 
game for the Sega Saturn. CAPCOM ENTERTAINMENT is proud to bring 

you this thrilling new addition to your video game library. 


• The Sega Saturn disc is intended for use exclusively with the Sega Saturn™ System 

® Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional recess during extended play, to rest yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by the edges and keep it in its case when 

not in use. Clean with a lint-free, soft dry cloth-wiping in straight fines from center to edge. Nevm n < 

solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL PICTURES OR IMAGES MAY CADS! PI H 
MANENT PICTURE-TUBE DAMAGE OR MARK THE PHOSPHOR OF THE CRT. AVOID REPEATED OH 
EXTENDED USE OF VIDEO GAMES ON LARGE-SCREEN PROJECTION TELEVISIONS. 

This product has been rated by the Entertainment Software Rating Board. For information about the I SRH ml 
ing, or to comment about the appropriateness of the rating, please contact the ESRB at 1-800-771 :t//;*. 

WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when exposed to ccilutn iiglii 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen nr v lith 
playing video games may induce an epileptic seizure in these individuals. Certain condition', in.iy 
induce previously undetected epileptic symptoms even in persons who have no history of plot set im 
or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician pi im h 
playing. If you experience any of the following symptoms while playing a video game diz/im-.. 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement i 
convulsions - IMMEDIATELY discontinue use and consult your physician before resuming pl.ty 


CAPCOM HINT LINE AND GAME COUNSELING 

Hints are available: 1-900-680-CLUE (1-900-680-2583) 

$.79 per minute for 24-hr. pre-recorded information $.99 per minute for live Game Counseloi a ,:.r.i.mi < 
Must be 18 years or older, or have parental permission. From Canada: 1-900-677-2272 ($1.25 per minute) ( l.tnm 
Counselors available Monday-Friday 8:30a.m.-5:00p.m. Pacific Standard Time. This hint line supports game:; prodm ml 
CAPCOM ENTERTAINMENT, INC. only. No hints will be given on our Consumer Service line. You must have a lorn h i"in- 
phone to use this service. 

CAPCOM ON-LINE 

http:Wwww.capcom.com or CompuServe: 76702.2710@compuserve.com 



CAPCOM ENTERTAINMENT, INC. 

475 Oakmead Parkway 
Sunnyvale, CA 94086 
©CAPCOM CO., LTD. 1996 

© CAPCOM U.S.A., INC. 1996 ALL RIGHTS RESERVED. STREET FIGHTER ALPHA 2 is a trademark of 
CAPCOM CO., LTD. CAPCOM is a registered trademark of CAPCOM CO., LTD. Security Program © SEGA 
1994 All Rights Reserved. Sega and Saturn are trademarks of Sega Enterprises, Ltd. 

Manual-Corey Tresidder; Translation-Tom Shiraiwa; Creative Servites-Lisa Benson Villasenor, Corey Tresidder; Marketing Manager-Todd Thorson; Marketing 
Coordination-Rich Smith; Package Design-Michi Morita; Manual Design-Erik Suzuki; Special Thanks to Robert Johnson 

This official seal is your assurance that this product meets the 
highest quality standard of SEGA™. Buy games and accessories with this 
seal to be sure that they are compatible with the SEGA SATURN™ SYS11 M 
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Set up your Saturn game console according to the instruc¬ 
tions in its Instruction Manual. Make sure the power is off 
before inserting or removing a 
compact disc. Insert the STREET 
FIGHTER ALPHA 2 disc and 
close the CD door. Insert game 
controllers and turn on the Saturn 
game console. Follow the on¬ 
screen instructions to start a 


game. 



One 

Vitality 

Gauge 


Player 1 
Super Gauge 


Player 2 
Super Gauge 


BASIC STREET FIGHTER RULES 


*Each match lasts 99 seconds. 

* If time runs out before there is a KO victory, the fight e r 
with the most energy remaining wins. 

*In a 3-round match, you must win 2 of the 3 rounds to 
be the victor. In a 5-round match, win 3. 

*DRAW games on the 3rd or 5th round will be extended 
by an extra round. If another draw occurs, the 
game ends without a victor. 






































as ic Con trols 





BUTTON 
START BUTTON 


FUNCTION 

STARTS GAME 
PAUSES GAME 

JOINS IN FOR SECOND PLAYER 


A,B or C BUTTON OPENS OPTION SCREEN DURING PAUSE 


A or C BUTTON 


SELECT MENU ITEM 


B BUTTON 


CANCELS SELECTION 


DIRECTIONAL BUTTON 


SELECTS GAME MODE 
CHANGES SETTINGS (See Option Mode) 
MOVES CHARACTER 


BACKWARD JUMP 

BACK DEFENSE -4 

DEFENSIVE CROUCH 


JUMP 

A 



FORWARD JUMP 

► FORWARD 

OFFENSIVE CROUCH 


BUTTON 

X BUTTON 
Y BUTTON 
Z BUTTON 
A BUTTON 
B BUTTON 
C BUTTON 
L BUTTON 


R BUTTON 


▼ 

CROUCH 


Important Note: The diagram shows the 
Directional Button positions for a player 
facing the right. The controls are reversed 
when facing the left. 


FUNCTION 
LIGHT PUNCH 
MEDIUM PUNCH 
HARD PUNCLI 
LIGHT KICK 
MEDIUM KICK 
LIARD KICK 
3 PUNCH BUTTONS 
SIMULTANEOUSLY 
(See Super Combos) 

3 KICK BUTTONS 
SIMULTANEOUSLY 
(See Super Combos) 
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Came Modes 



There are 3 modes of play and 2 setup modes for 
Street Fighter Alpha 2. After a battle, the win/loss 
screen appears. At the continue screen, 

START button before the 
time reaches zero in order 
to continue. To bypass the 
continue screen and end the 
game, press any button 
other than the START but¬ 
ton. (Note: Turning SHORT¬ 
CUT to “on" in the 


/ . h > m 


OPTION MODE bypasses the MODE SELECT screen. 
See page for more) 

To adjust your button configuration during gameplay, 

press the A, B, or C button to pause the 
game. Then press the SELECT button. 

Select CONFIGURATION from 
the menu to adjust your button: 
CONTINUE to return to the 
game or QUIT to return to the 
character select screen. When 




configuring your buttons, use the Directional Button 
to highlight the function, then press the button you 
want to perform that function. 


SURVIVAL MODE 

This one-player game tests just how good a street fighter you really are. 
Select a character and fight through as many opponents as you can with 
a single vitality meter (it does not reset following each match). Each 
match is single-round and the Super Combo meter remains at the same 
level following each match (it does not reset). 

Once your vitality meter reaches zero, the game is over. You cannot con 
tinue, a second player cannot join in and Auto mode is not available. 






Arcade/Versus Mode 

ARCADE MODE 

This mode is the popular arcade mode, where you select a 
Street Fighter character and fight your way through 8 other 
computer-controlled opponents. It is a one-player game, but a 
second player can join in at any time. Press the START button 
on the opposite controller to join in. The character select 
screen will appear. 

From the title screen, press A, B, or C to see the MODE 
SELECT menu. Use the Directional Button to highlight this 
mode, then press the START button to select it. You will then 
see the character select screen. Use the Directional Button to 
highlight a character. 

MANUAL- You must perform all blocking functions, and 
Super Combos must be performed using the full instructions 
outlined in ALPHA WARRIORS (see page 10-27). 

AUTO- Auto mode offers 2 features for players: 

Simple Comm ancL You can execute Super Combos by simply 
pressing 2 buttonssimultaneously. Press Light Punch and Light 
Kick simultaneously for Super Combo #1. Press Medium Punch 
and Medium Kick for Super Combo #2, andpress Hard Punch 
and Hard Kick for Super Combo #3. If your character has only 2 
Super Combos, #2 is executed even if you enter the command for 
#3. Only Level 1 Super Combos are available in AUTO mode. 
Auto Guard- Your character will block automatically unless 
you are attacking. The number of available auto guards is unlim 
ited. Remember that your character will take damage 
when blocking in this mode. 

Note: Your opponent can block Super Combos in the air while you are 
in AUTO mode. 

* 

V.S. MODE 

V.S. MODE is the classic 2-player contest. Use the Directional 
Button to highlight this from the MODE SELECT screen and 
press A, B, or C to select it. You will then be presented with 
the character select screen. Select character, color, game speed 
and MANUAL/AUTO in the same manner as the ARCADE 
mode. 
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Training Moot 


TRAINING MODE 

This mode allows you to study and practice spe¬ 
cial moves. Super Combos and Custom Combos. 

Your opponent will not block for the first hit, but 
will block for the following hit. Therefore you can 
easily determine if you can execute the combo 
successfully. After a certain amount of time, the 
opponent will not block your attack. The Super 
Combo Level Gauge is fully charged, up to Level 3, and will be consumed 
as you execute Super Combos and Custom Combos. It will re-charge after 
a certain amount of time. 

At first, select your character and your opponent character. The Training 
Main Menu will then appear. You will see the following options. Use' l lu* 
Directional Button to highlight the option, and press START to select it; 



NORMAL MODE: No Time Limits 

Opponent's vitality does not decrease when hit 
No combo replays 

RECORDING MODE: Time Limits applied 

Opponent's vitality decreases when hit 
If opponent is KO'd, time runs out or combo is 
successful, a window will appear where you can 
choose to replay the combo or continue practice 
REPLAY: Replay your training fight 

CHARACTER CHANGE: Change your character and your 

opponent character 

ACTION: You can choose opponent's action from 

following 3 options: 

STAND-Character always stands 
CROUCH-Character always crouches 
JUMP-Character repeatedly jumps 
SPEED: Select from 3 speeds 

GAUGE: Changes amount of charged Super Combo meter 




If you press START button during practice,, you pause gameplay and a window appears with the following options: 

CONTINUE: Returns to practice 

KEY CONFIG: Allows you to configure your control buttons 

MENU: Returns to Main Menu 

QUIT: Quits Training Mode * 
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Option Moot 


OPTION *1 




PlffICULTY 5&S 
tfc ufln 99 
HOUNDS 3K 

P«£ g^* 

TURBO 

SHORTCUT Off 






To adjust the options in your game / from the Street Fighter Alpha 2 MODE 
SELECT screen, use the Directional Button to highlight OPTION and press 
the A, B, or C button. Then use the Directional Button to highlight an option. 
To return to the MODE SELECT screen, press START 
DIFFICULTY -There are 8 levels of difficulty available for ARCADE MODE. 
Adjust the number of stars for the difficulty from 1-8 (Low to Eiigh). 

TIME LIMIT-You can set the time limit for the round 
ROUNDS- You can adjust the number of rounds per match. 

DAMAGE-The level of damage can be changed from 1 to 4. This determines 
how much damage you inflict and how much damage you receive. 

TURBO- You can adjust the game speed here 
between 8 levels of TURBO. Adjust the number 
of stars for the level you want. The more stars 
that are outlined, the faster the level of TURBO 
you will select. 

SHOMTCUT-Set this to "on" and you can 
bypass the MODE SELECT screen in ARCADE 
MODE and jump right to the character 
select screen. 

PLAYER- You can switch each player between 
Human and COM (computer) in VS. MODE only 

SCREEN- This changes the width of the game screen. Choose between SAT¬ 
URN and ARCADE. Depending on your TV, the entire screen may not 
appear while set in ARCADE mode. 

SOUND- Adjust the sound on your game for stereo or monaural sound, 
depending on the capabilities of your sound system. Background Music 
(BGM) switches the music between Remix and Original. 

KEY CONEIGURATTON-You can choose any button for your punch/kick 
function. 




W«!pr 

pi am afar 

sera : mmm 

S8UNP STEHEO 
$M TEST M 
m Will. 


PRESS STORT TO EXIT 


BACKUP 

This allows you to load or save high score data and options settings. 
From the MODE SELECT screen, highlight BACKUP and press 
START, A, B, or C. Select SAVE DATA or LOAD DATA and press 
START, A, B, or C. Your Saturn will automatically SAVE or LOAD 
the data. 


ILLUSTRATIONS 

Now you can view the complete art gallery from the Street Fighter 
Alpha series! Highlight this from the MODE SELECT screen and press 
START, A, B, or C. You will see the first picture in the series of 100 
pieces of hand-drawn art used in Street Fighter Alpha and Street 
Fighter Alpha 2. Use the Directional Button to change the number in 
the lower left corner of the screen, then press START, A, B, or C to load 
the piece of art. To return to the MODE SELECT screen, press START 
until EXIT appears. Highlight EXIT and press START A, B, or C. 
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Central Moves 

• : . - ::: ;; . • ' 'll , V|VlrM II I, ' 1 1 

BLOCK/AIR BLOCK: Press Directional Button away from 
opponent. You can even block in mid-air. 

GRAB/THROW: Press Directional Button toward opponent, 
then press either Medium or Hard Punch or Kick button. 

Some characters may be able to execute a grab or throw 
move automatically. 

DEFENSIVE FALL: Use the above throw command to 
reduce damage from throws where your character safely 


RECOVERY/ESCAPE: You can recover from dizziness more 
quickly by pressing back and forth on the control pad and 
by pressing the attack buttons rapidly. You can escape grab 
moves in this manner as well. 




per round you can taunt 
pressing L and R together. 






ALPHA COUNTER: When you block your opponent's 
attack, press the Directional Buttons * in a smooth 
motion, then press a punch or kick button. This will perform 
an Alpha Counter attack, which is a quick counter move 
against your vulnerable opponent. Each character has 2 d i I 
ferent Alpha Counters depending on which button you 
press. Alpha Counters consume 1 level on your Super 
Combo gauge. 

AVOID BEING FLOORED: When you are hit by a knock¬ 
down move (Dragon Punch, Leg Throw, etc.) press the 
Directional Buttons 4 . in a smooth motion, then press 
any punch button. Your character will roll forward and 
avoid being floored by your opponent's move. 


*! 
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Special Moves 


Street Fighter Alpha 2 offers many other great features. Here is a 
description of each: 

SUPER COMBO LEVEL GAUGE- Each time you execute normal and 
special moves, your Super Combo Gauge will build up. Your level will 
increase when the gauge reaches certain points, then you will be able to per¬ 
form Super Combos, Custom Combos and Alpha Counter moves. 

When performing Super Combos, the amount of damage 
inflicted by a successful combo can be controlled depending 
on the buttons pressed. With the Super Combo Level Gauge 
at full power (Level 3) you can perform the Super Combo 
using 1,2 or 3 attack buttons simultaneously to increase or decrease the 
number of hits inflicted. The more buttons you press simultaneously, the 
more damage will be inflicted but more power will be consumed from your 
gauge. 

CUSTOM COMBOS- Street Fighter Alpha 2 gives you more ways 
to play! Create your own rapid-fire assault of multi-combinations 
that will pulverize your opponent. When your Super Combo Level 
Gauge reaches Level 1 or above, you're ready to do a Custom 
Combo. Here's what to do: 

Press: 2P + AK or 2K + AP 

This activates the Custom Combo system. You will see your character 
explode into a Custom Combo. Above the Super Combo Level Gauge will 
be the Custom Combo Timer. You only have a certain amount of time to cre¬ 
ate the Combo. Once the Timer reaches zero, the Combo will end. 

While in the Combo, execute any punch, kick or special move to make up 
your multi-hit combination. Super Combo moves are not available in 
Custom Combos. 





■f... . v 


v 


The Alpha Warriors 

The following is a description of each character and a short list of moves 
beyond the basic punches and kicks. The moves are described in this manner: 

The directions you need to press the Directional Button 
to perform the move are described first (moves must be 
done in a smooth, quick motion). Following the move 
is the list of Punch or Kick buttons you must press. 

MK- Medium Kick button 
HK~ Hard Kick button 

LP- Light Punch button 2P- Any 2 Punch buttons simultaneously 

MP- Medium Punch button 3P- All 3 Punch buttons simultaneously 
PIP- Hard Punch button 2K- Any 2 Kick buttons simultaneously 

LK- Light Kick button 3K- All 3 Kick buttons simultaneously 



AP - Any Punch button 
AK - Any Kick button 

. m y t n r * u t . 


Note: The diagrams show the Directional Button motions for a character facing right The controls are reversed when facing left 
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90-Day Limited Warranty 


OAI’COM ENTERTAINMENT, INC. (“CAPCOM") warrants to Hie oiipal consumer fliat this Saturn CD-ROM 
("CD ROM”) from CAPCOM shall he free from defocls in material and workmanship for a period of 90 
days from dale of purchase. If a defect covered by this warranty naans during this 90 day warranty peri- 
nil, CAPCOM will replace the CD-ROM free of charge. 


lo receive this warranty service: 

1. Notify the CAPCOM Consumer Service Department of the problem requitlmi warranty service by call 
mg (408) 774-0400. Our Consumer Service Department is in operation from 8:30 a m. In 8:00 p in Pacific 
Tlmo, Monday through Friday. 

'/ If the CAPCOM service technician is unable to solve the problem by phone, he/she will provide you 
with a Hi turn Merchandise Authorization number. Simply record this number on the outside ol your ship 
iiiii| package, and return the entire CD-ROM freight prepaid at your own risk ol damage pr delivery. We 
mi minuend sending your CD-ROM certified mail. Please include your sales slip or similar prouf-nl pm 
chase williin Hie 90-day warranty period to: 


CAPCOM 

Consumer Service Department 
4/!i Oaknieail Parkway 
Sunnyvale, CA 04086 


Thll wfirffliHv hall nol ;ip|ily il Hie CD-ROM has been damaged by negligence, accident, unreasonable use, modification, tampering or by other causes 
Hi the iliiloctlvo materials or workmanship. 


HI PAIR!! Al U R IXPIRATION OF WARRANTY: 

II lir Cl) Ii()M develops a problem after the 90-day warranty period, you may contact the CAPCOM Consumer Service 
i >fi|)|i iitenl al lie phone number noted previously. If the CAPCOM service technician is unable to solve the problem 
by phono, he/slio may provide you with a Return Merchandise Authorization number. You may then record this num- 
l)i!i mi llio outside of your shipping package and return the defective CD-ROM freight prepaid at your own risk of dam- 
. 1(16 m delivery lo CAPCOM, enclosing a check or money for $20.00 (U.S. funds only) payable to CAPCOM. We recom¬ 
mend sending your CD-ROM certified mail. CAPCOM will replace the CD-ROM, subject to the conditions above. If 
mpluneineiil Cl) ROMs are not available, the defective product will be returned to you and the $20.00 payment efund 
od. 

WARRANTY LIMITATIONS: 

ANY API! CABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABIIITY AND (IINI SS I OR A 
PARI ICIJl AR PURPOSE, ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DAT! Ol PURCHACI AND ARE 
CUHJIC! TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL CAPCOM Bl HARM IORCONSEQIIEN- 
TIAI OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRISS OR IMPI.lt i) WARRANTIES. 


The provisions of this warranty are valid in the United Stater, and Canada only. Some stales and provinces do nol 
allow limitations on how long an implied warranty lasts or exclusions of consequential or incidental damages, so the 
above limitations and exclusions may not apply to you. This warranty gives you specific legal rights, and you may 
have other rights which vary from state to state or province to province. 








Sega and Sega Saturn are trademarks of Sega ENTERPRISES, LTD. © CAPCOM CO., LTD. 1996 ALL RIGHTS RESERVED. 
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